ition 


a musical game for multiple melodic instruments 


Stompet 


‘Stompettion is an interactive musical game for multiple melodic instruments with four players being best. (AS 
few as two players and more than four players may also perform the piece, although certain resulting textures 
‘may either be too thin or too thick for maximum effectiveness. Ensembles should use discretion.) 

Although any melodic instrument is weleome to play, individual players should feel free to change octaves or 
lay out when necessary as the notation is fairly generic. Ensembles may be mixed (violin, flute, trumpet, ac- 
condion, et.) or all of one timbre (clarinet quintet) or may also include text-less voice. Extended techniques and 
muting are also up to each player as long as the phrases are otherwise closely adhereed to, 


The abject: 
"The object ofthe game is to be the first player to complete all of his her pre-determined phrases, at which point 
the winning player stands up, shouts "Winner" and plays a short improvised fanfare, followed immediately by 
the ensemble performing the concluding phrase (B) to end the piece. 


To begin: 


1), Everyone reads from the same part (score) which is comprised of fourteen phrases: one labelled (A), the. 
‘opening phrase) one labelled (B). (the concluding phrase), and twelve numbered phrases 


2). Each player 


elt choses a 


V strategy (see How to win below), 
3) A unison performance of phrase (A) begins the piece with everyone loudly stomping a foot on the floor in 
tempo (M.M.-144) The end of the phrase isa cascading pyramid with players sustaining notes as per their seat 
ing order, and the first chair (1.) (or player with the strongest low notes) playing every note to the bottom. The 
thickness ofthe sustained chord will depend upon how many players are inthe group. Lower chairs sustain first, 


"To continu 


4). After the initial rest ending phrase (A) any player(s) loudly stomps a foot one to three times at MM=144, 
‘This stomping tempo is always roughly the same no matter the tempo of the current or next phrase. Any one 
player's maximum stomp allotment need not be taken together, but the maximum three stomps by any one play- 
cer may not be exceeded during any one current phrase. For example, while playing a phrase, player A stomps 
‘once and is immediately answered, in tempo, by player B with two stomps. Player A may still add up to two 
‘more stomps responding to B's one stomp, elc. This may continue until each player has stomped a maximum of 
three times, at which point the new phrase is played and everyone has their three stomps restored for the new 
"round." This all takes place while playing the current phrase. 


5). Any other player(s) may add one to three stomps in tempo immediately after any other players stomps thus 
potentially extending the number of stomps from one to three times the number of players in the ensemble. 
(where everyone gets a maximum of three stomps). Thus, in a quartet, there may be up to twelve stomps in suc- 


6). Stomps, if they are to be added, must be performed immediately after any previous stomps, in tempo, with- 
‘out hesitation, Ifa space exists of a beat or more, then the added stomps do not eount. 


7) Stomping is impromptu, unrehearsed, and must not be telegraphed by body motion or signals of any kind. 


8) If no one stomps players continue to play current phrase with repeats until someone does stomp. The piece 
cannot end until someone is declared the winner (see How to win) 


9), If two or more players accidentally stomp at the same time or there is any overlap of more than one player 
stomping at atime, then a free improvisation occurs (see Free improvisation below). 


10). Once à number of stomps has been performed, all the players begin playing the associated aumberedphrase 
Thus, a total of three stomps in succession (whether by one, two or three different players), indicates that phrase 
‘number three should be performed by the whole group. 


11), Numbered phrases need not be synchronized; each player begins on his/her own. In fact, interesting textural 
effects occur if entrances ate slightly staggered or uncoordinated. Tempos are also somewhat individual, AL- 
though Stompetition isa game, musical sensitivity must always be applied. 


12). Phrases should be repeated until foot stomps indicate the next phrase to play. 


13). Players may restat the end of any bar within a numbered phrase for any length of time. If mo other phrase 
‘number has yet been stomped out, the resting player should continue playing the current phrase 


14). Resting players cannot stomp out a number, nor add to a stomping sequence. 


15). Stomping may only be performed while playing, with the 
(see above). 


ception of at the end of the opening (A) phrase 


16). If while playing a phrase, a player wishes to change to a different phrase, he/she may stomp out the num- 
ere phrase or add stomps in tempo (roughly) while playing the current phrase. Note: stomping tempo and 
playing tempo may be quite different, 


17). When while one phrase is being played, another phrase number is stomped out, dl players must immedi- 
ately jump to the new phrase once they finish the bar (marked by solid bar line) they ane currently playing. This 
‘may result in some dovetaling of different phrases which is acceptable 


18). Phrases may be repeated and/or returned to any number of times. 


19). Any player who catches him/herself accidentally stomping more than the maximum three times per "round" 
must sit out (rest-"TACET") the next phrase. When a new phrase is stomped in, the penalized player may re- 
Join the game, Iffor some reason all players are self-penalized at the same time, the the ensemble plays the 
concluding phrase (B) to end the piece without a winner. fall but one player are penalized atthe same time, the 
‘emainig player is automatically the winner and he/she stands up, shouts “Winner!,” plays a fanfare and every- 
‘one finishes with the unison concluding phrase (B). 


Free improvisation: 


20) IE more than one player accidentally stomp simultaneously, even if by only one stomp, the players involved 
stand up (after finishing the current bar) and play improvised phrases. Players not involved rest (alter finishing 
the current bar). 


21). Any resting player(s) may end the improvisation show-down at any time by stomping the number of any 
phrase at which point all players sit down and return to normal play. This should be performed without pause. 


How to win: 


22), Before playing Stompetition each player secretly chooses a winning strategy: 
a). all even phrases 
b) all odd phrases 
ch dl phrases number 1-6 
I. all phrases number 7-12 


23). A player wins when he/she performs all a£ his/her chosen phrases or ifthe player automatically wins as in 
19 above. 


24). To receive credit the entire phrase must be performed at least one time. Ifa player is required to jump toa 
‘new phrase at the end of a bar but before completion of the entire current phrase, the player receives no credit 
for purposes of winning, but may return later to attempt a full completion. 


25). As soon as a player accomplishes hisher goal the winning player stands up, shouts "Winner!" and plays a 
hott improvised fanfare 


26). Immediately following the fanfare the wi 
‘non-winning player should count off the (B) phrase tempo so that the ensemble 
‘be no pauses or gaps ín this procedure. 


sits down and all players play the concluding (B) phrase. A 
s together. There should 


27) IE two or more players simultaneously declare themselves to be winners then there is a "playolT" in which. 
the involved players, while standing, play up to their highest notes. This procedure may be drawn out for dra- 
‘matic and humorous purposes and include pauses. The player who hits the highest note is the real winner, (the 
‘non- winners sitting dawn), once again announces “Winner!,” plays his/her fanfare and the piece finishes as per 
25 above. 


Strategies: 
28), All players operate on an honor system and should keep track of their own chosen phrases. 


29). Additionally, it may be advantageous to keep track of other players’ phrase preferences in order to thwart 
their objectives. For example, if it seems that another player stomps or adds stomps in order to play odd num- 
‘ered phrases, and the player in question is seeking even phrases to win, the player in question will want to add 
stomps to make odd stomping sequences even. Of course, keeping track of the stomping sequences and phrases 
played while performing will be very challenging. Players may therefore use rest periods to their advantage in 
‘order to adjust their tactics. 


30) Stomping sequences are on a "modulo 12” system, which means that in an ensemble larger than four play- 
ers, any sequence of stomps larger han twelve reverts to phrase numbers 1-12. For example, a sequence of 
thirteen stomps is reduced to number 1 (13-121 modulo 12), Keeping track of this number system in a larger 
ensemble adds another layer of complexity 
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